Communities arise from the need to communicate and share information. The present study intends to facilitate an open community where users are concerned or passionate about a subject and are willing to collaborate with other members by sharing their related knowledge.
INTRODUCTION
Mobile devices are in our everyday life tasks and people tend to use devices for different purposes and in different contexts, professional, leisure, rescue, transportation. Individuals interact differently with systems, therefore, users tend to communicate with a larger number of users, in doing so they demand new web applications and new ways to interact with other users [7, 8, 9] .
A new leverage was launched by the social networks, also increased the number of virtual communities, some of them emerged to communities of practice. In this context small display devices and specially mobile phones play an important role. Smart-phones tend to be used more frequently in this communities. In the last decade communities of practice could count with rudimentary software to communicate and collaborate, it was usual the usage of email, forums and some cscw applications [10] . Communities of practice is defined as "groups of people who share a concern or a passion for something they do and learn how to do it better as they interact regularly" [18] . The basic model in a community of practice is based on four concepts [10] : objective, activity, actor and resource. Other authors [17] go further and refer various models for knowledge sharing in communities of practice. Kleanthous [11] developed a model for identifying a community relationships in virtual communities in various levels considering that members were aware of the fact of their knowledge related to others and the self understanding of the community members in sharing information.
Social context
People use computers, because they tend to make our life simple. Smart devices such as smart-phones or tablets are replacing desktop computers as Internet jumps into owners pockets. The same way computers once replaced entire book shelves, mobile devices are now becoming our Internet browsers, digital cameras, email clients, entertainment centers or even our credit cards.
Communities arise from the need of communication, socially speaking, since the Web allows people to interact differently [13] .
The present study intends to facilitate an open community where users need information on any subject and are wiling to collaborate with other members by sharing their related knowledge. For instance an application field for the platform can be the application usage by people that use public transports, as they can consult the diverse timetables. Other usage context can be providing detailed information on a certain event program (music concert or a conference). In this context it is undeniable that mobile devices may play an important role in the present study, as these devices enables actors, individuals, to share resources, information and to achieve an objective.
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